2 .ADAPTATION



Relevant Media

CINEMA

COMICS PUZZLES




Pipeline

WE ZOOM. Naiad, a young woman in a compact space suit, walks
along the surface of the space probe upside down. We can now
see how the strong solar winds are around her. Yet, Naiad
stands, along with her space probe, unaffected.

VISUAL PUZZLE OPPORTUNITY:
MC OBJECTIVE: AVOID DAMAGE FROM SOLAR WIND

EMOTION: THRILLING, SLOW

— Screenwriting

— Drawing Comics

— Puzzle Design



Screenwriting
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REFERENCES WORLDBUILDING SCREENPLAY




Screenwriting — Drawing Comics

WE ZOOM. Naiad, a young woman in a compact space suit, walks
along the surface of the space probe upside down. We can now
see how the strong solar winds are around her. Yet, Naiad
stands, along with her space probe, unaffected.

VISUAL PUZZLE OPPORTUNITY:

MC OBJECTIVE: AVOID DAMAGE FROM SOLAR WIND

EMOTION: THRILLING, SLOW

EXT. HOVERING JUST ABOVE THE EMERALD PLANET - OUTER SPACE

The space probe enters the frame. We ZOOM IN. As the space
probe enters the atmosphere, we clearly see the texture of
the atmosphere.

MATCH CUT OF ATMOSPHERE WITH NEXT SHOT

(if player extends the scene right, they reach a tree which
is the start of the next and last most complex, multi-scene
visual puzzle; check figma and ask James for more details.)

(if p left, they can complete a
formation puzzle to gain access to an easter egg image)




Drawing Comics
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Drawing Comics







3D Development




3D Development




3D Development - Cartoon/Outline




3D Development - Cartoon/Outline Shader




Blending 2D and 3D




Adaptation: What we did we learn?

What worked:

What can be improved:

- Visual Logic —







What’s next?













Narrative insight 1 Traditional cinematic and comic
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Narrative insight 2 Our scheme:

Order matters:

Subject Environment Catalyst

Result 1:
Subject Easter Egg
+
Catalyst
+ = = Result 3:
Environment Story progresses
Result 2: Result changes
Easter Egg depending on
the order of

connection







Takeaways: Puzzle Design
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— Puzzle in the traditional sense

— Puzzle with physical phone interaction

Using the phone as a controller or a toy




Capacity of the phone

Using the full set of phones to play
Using on screen gesture for merge functionality

Using for Not Using for
Swipe Pinch gesture to sync phone Bragging—item—acress
position and trigger visuals phones
Touch Fapping—on—a—character
Movement Disconnecting from the grid Real—time—position
Eracking

Pivot / Rotation

Contextual interaction













Schedule

GDC Playtest Day Softs Finals

Talk with Alpha prototype Beta prototype

game

designers

Design guideline foundations Design guideline content adaptation Polish






